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SUPER MARIO 
WORLD 


Mario and Luigi are back. Princess Toadstool has been 
kidnapped again, and Bowser is behaving worse than 
ever. In this game the world’s best princess rescuers 
have a new assistant dinosaur, and they’ve added 
more strange abilities to their hero act, including a fly- 
ing cape and a floating balloon. Yoshi is the plumbers’ 
new helper, and he has three special abilities. Each 
Yoshi starts out small and grows larger and more pow- 
erful after he has eaten five enemies. Red Yoshi can 
throw fireballs; Blue Yoshi can fly for a few seconds, 
and Yellow Yoshi can throw sand clouds when he 
jumps. 


There are four important destinations to visit in the 
game: fortresses, castles, ghost houses, and a sunken 
ship. There are four fortresses, each ruled by a Reznor 
under Koopa’s evil spell. Each of the seven worlds 
includes a castle controlled by one of the Koopa Kids: 
Iggy Koopa, Morton Koopa Jr., Lemmy Koopa, Ludwig 
von Koopa, Roy Koopa, Wendy O. Koopa, or Larry 
Koopa. King Bowser waits in his own castle in the 
Valley of Bowser. In various worlds there are ghost 
houses. They are easy to get into and difficult to get 
out of, until you find the exit. At the end of the adven- 
ture, you stumble into the sunken wreckage of Koopa’s 
flying ship from Super Mario Bros. 3. 


Drop by Yoshi’s house to read 
his mail before starting your 
adventure. In the first chal- 
lenge, you learn every skill you 
need to win this game, but you 
won’t be able to save your 
position until you reach the 
Yellow Switch Palace or Iggy’s 
Castle. 


In Yoshi’s Island 1 listen for 
the launch of one of the Banzai 
Bills. Here it is too late to 
duck under the bullet and get 
in the pit. Try to jump up and 
land on top of the Banzai Bill, 
knocking it out of flight. 


HOT TIP: When Mario is riding on 
Yoshi, he is much less vulnerable to 
injury than when he is on his own. 
On Yoshi he can survive direct hits 
from many enemies, including 
Banzai Bill. 


Super Mario World 3 


RMA 


At the Halfway Gate, break the 
tape. If you lose a life, you can 
continue from close to the gate 
if you have cut the tape. 


SSLSSSSSSSSSSS A 


The small P-Switch in the 
Yellow Switch Palace makes 
this bonus coin room appear. 
Grab every coin you can while 
there is time. There is no clock 
that you can see, but the 
tempo of the music speeds up 
as you near the end of your 
time. 
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On Yoshi’s Island 3, Mario and 
his good friend Yoshi are 
parked on a Circular Lift in 
the clouds. The lift swings 
clockwise (to the right) twice 


Watch for the floating mines 
on Yoshi’s Island 4. Jump 
down the purple pipe at the 
left side of this scene for a safe, 
easy passage to a place later in 
this stage. If you choose to stay 
above ground, there is an 
Invincibility Star above you 
and two screens to the right. 


HOT TIP: If you already have a 
Yoshi and you break a block that 
contains another Yoshi Egg, it turns 
into an additional 1-Up. 


and then goes in the other 
direction. You need perfect 
timing when you jump on 
and off. 


Iggy’s Castle is on an island in 
a pool of lava. This is a two-in- 
one world, with action 
occurring on both sides of the 
fence. If you run into a Koopa 
on the same side as Mario, 
knock him off with a stomp 
from above. If the Koopa is on 
the other side, punch through 
the fence with the X or Y 
button. 


HOT TIP: Press the Up button while 
jumping to cling to the fence. To go 
through the door between the 
foreground and background, you 
should also press the Up button. 


Hidden 1-Up rooms offer 
Mario the chance to add as 
many as five extra lives. Begin 
on the left block of each row 
and Spin Jump to hit the 
bottom-left corner of each 
block with Mario’s cape. 


HOT TIP: Use the X or Y button to 
pick up a shell. To throw the shell 
up in the air, look up and let go of 
the button. 


In Area 2 the Donut Ghost 
House is haunted by pesky 
Boo Buddies. Get the Cape 
Feather that is fluttering down 
here. Put on the cape, and fly 
up and to the left to find a 
platform that leads to the Top 
Secret Area. 


The Donut Plains include 
several vines. In the second 
area of the Donut Secret 
House, tap the P-Switch to 
trigger a vine above the center 


It’s a little key for such a huge 
keyhole, but it does the trick 
here in Donut Plains 1. If you 
have turned on the Green 
Switch, the dotted-line blocks 
at the left become solid and 
easy to climb. If you haven’t 
thrown the switch, use your 
cape to fly up to the left and 
then across to the right. 


HOT TIP: If you pick up five large 
Dragon Coins in an area, you earn a 
1-Up. 


door. Climb the vine, enter a 
door to the right, and get ready 
for a face-off with Big Boo, 
who is out to haunt you. 


w y 
NEMESENENEE Í 


Swim slowly and carefully in 
Donut Secret World 1. When 
you find the Switch Block in 
this stage, take the P-Switch 
with you to the row of blocks 
that has the Key Block. Turn 
on the switch, and the blocks 
become coins. Scarf up the 
coins, grab the key, and swim 
to the keyhole. 


HOT TIP: Only Yoshi can grab some 
of the keys. 
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The rarest Mario in this game 
is Balloon Mario. To get him 
grab the Power Balloon that 
floats near the end of Donut 


HOT TIP: To get nine lives, transfer 
extra lives from Mario to Luigi at 
any map screen of the game. Press 
the L or R pad to display a special 
screen, where you are able to 
transfer lives from one player to the 
other using the B or Y button. Throw 
away the single life for one of the 
characters by walking into an 
enemy, then make the switch. 


P iS 
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Stop and study the pattern of 
the circling Boo Buddies before 
you try to get past them in a 
ghost house. Enter through the 
gap in the circle, and stay in a 
safe place until the gap has 
moved around to the other 
side. Now you can scoot. 


through a world of coins. 
There’s a hidden 1-Up at the 
top right. 


Bounce over the treacherous 
pipe plants in the ice world of 
Donut Secret World 2, using a 
springboard. These boards can 
be moved from place to place; 
here Mario has created a safe 
place to land. 


HOT TIP: Write down places where 
you find easy 1-Ups, and then take 
advantage of the fact that you can 
return to stages of the game that 
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A moving Ball ‘N’ Chain 
swings by overhead as Mario 
runs through the creepy 
corridors of Morton’s Castle. 
There are three deadly moving 
balls up the incline to the 
right. Don’t move too quickly 
or you may run right into one. 


Morton’s Castle suddenly turns 
vertical, and Mario has to 
climb from level to level and 
ledge to ledge as the walls and 
ceilings close in on him. 


Bounce off the right side of 
the passage as you go up; 
there’s an invisible 1-Up 
hidden there. 


you have cleared. Reenter the 
stage, grab the 1-Up, then press the 
Select button to get out of the area. 


There is not much room here, 
so wait for the walls to move 
to give you enough space to 
continue your climb. If you 
choose to go up the channel to 
the left, stomp the dry bones 
and climb the vine that 
appears. 


A Big Boo haunts one of the 
narrow rooms in the Forest 
Ghost House. Don’t stand and 
fight; go below the Boo or find 
a way to get above him. This 
is a good place for Mario to 
bring a cape. One of the two 
exits here includes a 3-Up 
Moon. 


HOT TIP: If you can find the way to 
enter the back door to Bowser’s 
Castle, you can warp directly to the 
final confrontation with the king 
himself. 


Your path through the entire 
game is charted on maps. This 
is Area 5, the Forest of 
Illusion. The red dot areas on 
the map have two exits. Look 
at the small picture of Mario at 
the top left of the screen for 


Deep inside the Forest Ghost 
House, the ceiling opens into a 
multilevel spook scene. If 
you’re carrying a cape, try to 
fly up and over the brick wall. 


HOT TIP: Learning to use Mario’s 
cape takes practice. You need at 
least six blocks for your takeoff run. 
Release the Y button when you have 
reached the proper height on the 
screen, then use the arrows and B 
button to fly slowly. 


his current status: Mario, Fire 
Mario, Super Mario, or Caped 
Mario. Once you get past 
Area 1, you can examine the 
entire map by pressing the 
Start button and using the 
arrows to scroll the screen. 
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Roy Koopa lives in his castle in 
the Forest of Illusion. He 
climbs the walls, then scoots 
across the ceiling and drops on 
you from above while the sides 
of the room close in. Run past 
him as fast as you can when he 
drops, and then jump up and 
smash him from above three 
times. 
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F-ZERO 


This is a car racing game like none you have ever 
seen. The cars are wild, the drivers are wilder, and the 
tracks are unbelievable—there is no road under these 
vehicles. Many of the racetracks are suspended in the 
sky above cities, and some are even higher up among 
the asteroids. The race cars don’t need tires; they trav- 
el one foot above the track, using antigravity magnetic 
flotation. F-Zero makes excellent use of the advanced 


graphics and stereo sound of Super NES, and the extra 
buttons on the controller get a real workout in this 


game. 


On your mark, get set, race! 
Good guy Captain Falcon is a 
hot driver who pilots Blue 
Falcon. One of the worst 
outlaws of the universe, 
Samurai Goroh, is strapped 
into Fire Stingray. There are 
three levels of competition: 
Knight, Queen, and King 
leagues. 


HOT TIP: Pause the game to study 
the map of the course in the lower- 
left or lower-right corner. The yellow 
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Heading into the straightaway 
of Mute City I, you’re in 
pretty good shape if you avoid 
the magnets on the right. The 
Power Meter at the top right 
of the screen shows your 
vehicle’s overall condition. 
When you touch another car or 
a guardrail, you lose power. 
When the power drops below 
the safe level, your car’s top 
speed starts to decline. 


indicators are pit zones, gray is for 
rough spots, and blue for Jump 
Plates. 


In each lap after the first, you 
earn a Super Jet credit, indi- 
cated with an S at the bottom- 
right corner of the screen. Each 
S gives you four seconds of 
turbopower. Turn on the 
power switch with the A 
button, and hit the gas with 
the B button. On this screen 
you are approaching a Jump 
Plate. 


HOT TIP: The best use of the Super 
Jet is on long straightaways, where 
you don’t have to give up any of 
your speed by braking on turns. 


MAN SPEED. 
WEEGHT 


RECELERATION 


Wild Goose is a zippy car with 
good takeoff and steady 
acceleration through all speeds 
to the top. Fire Stingray is the 
fastest car; its acceleration is 
slow from a stop but continues 
through all gears. Fire Stingray 
always starts first in a race. 


As you speed over the Mute 
City II race course, don’t try to 
use the Jump Plates to cut 
across the course. You are 


HOT TIP: You can pick up a boost of 
speed by pulling in front of one of 


SELECT 


BIVAL CAR 


nO RIVAL 


Each race car has different 
characteristics; choose the one 
that most closely matches your 
driving style. Blue Falcon’s top 
speed puts it in the middle of 
the pack at 457 km/h, but its 
acceleration is very sharp from 
start. Golden Fox gets the 
fastest start, but it offers little 
acceleration through the mid 
range and has the slowest top 
speed. In the competition 
mode, you can select your 
opponent. 


rth 
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penalized for this and may lose 
one of your vehicles. Use the 
Jump Plates to complete the 
course quickly. 


your competitors and letting them 
bounce into you. 


HOT TIP: Play the game at the most 
difficult level, Expert Class, and 
complete all five of the race courses 
in any of the leagues. You must 
finish in first, second, or third 
position. If you can do that, you will 
be allowed to compete in a super- 
tough Master Class level. 


HOT TIP: Hold down the accelerator 
button at the starting line and when 
the light turns green you will shoot 
out to a quick start. You won't be 
able to sustain the burst, but here’s 
another tip: Maneuver your car in 
front of a vehicle that is trying to 
overtake you and you will be 
bumped forward. 


Use the L or R pad to move 
your vehicle’s center of gravity 
left or right. Use the buttons 
in combination with the arrows 
to slide around corners at 
sharper angles. 


DEST 
a 59799 


Powerful magnets along the 
edge of the track pull your 
vehicle toward them. Use the 
L and R pads to lean your car 
away from them. In some areas 
of Port Town II, the magnets 
alternate from side to side, 
making navigation difficult. 


HOT TIP: Use the Up arrow to bring 
your car down onto the track after 
you vault into the air from a Jump 
Plate. Pushing the Down arrow 
increases the length of your jump. 
Think of the arrows as pointing the 
nose of the car up or down: Up puts 
pressure on the front of the car and 
brings the nose down, while Down 
puts pressure on the rear of the 
vehicle and points the nose up. 
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RANKED OUT CH. 


In Grand Prix competition, 
you start each race in the field 
and must move forward 
through the other cars on the 
track. To earn points and 
continue the series, you need 
to place among the top-three 
cars at the end of the fifth lap. 


RESTRECORD 4 


BIG BLUE 
KNIGHT 2 


erst LAP 
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F-Zero has a battery backup 
that remembers the ten best 
times recorded on each of the 
15 tracks. Each driver is 
awarded points based on his or 
her rank at the end of each lap 


900 points; second, 600; third, 
400; and fourth and lower, 
200. At the end of the race, 
2,500 points are awarded for 
first, 1,500 for second, and 
1,000 for third. You get an 
extra car for each 10,000 points 
you earn, but you can’t have 
more than five spare cars. 


Drive into one of the pit areas 
for repairs to your car from a 
flying service station. The 


HOT TIP: At the end of each lap you 
must be in the following position or 


Jeje leje 


Not all races have a happy 
ending, but F-Zero offers 
spectacular crash and burn 
graphics. In a crash from a 
jump, the camera-eye view that 


HOT TIP: If you turn your vehicle 
around to face the wrong direction, 
an alarm sounds and the Reverse 


longer you stay in the pit the 
more energy you gain, but you 
also lose time in the race. 


better to continue: Lap 1, 15; Lap 2, 
10; Lap 3, 7; and Lap 4, 5. 


S OWE F 


GAG 


has been following your vehicle 
continues to move forward for 
a moment, then it turns around 
and looks back at the burning 
wreckage. 


sign appears on screen; you have a 
short time in which to turn around. 
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CASTLEVANIA 
V 


The howl of the werewolf is heard once more; this time 
in stereo. Double-scrolling, richly colored backgrounds 
and bloodcurdling sound effects make Castlevania IV 
an adventure like nothing you’ve ever heard or seen. 
The game is the latest in a series of three NES and two 
Game Boy challenges that tell tales of the epic battle 


between Count Dracula and the bold Belmont family of 
Transylvania. 


Our hero, Simon Belmont, starts out equipped with just 
a snappy Mystic Whip, but he picks up other powers as 
he moves through this complex adventure game. The 
enemy forces are equally well prepared to attack 
Simon. There is an almost unending barrage of deadly 
and dead creatures, including Medusa Heads, Hounds 
of Hades, Pillars of Bones, Gargoyles, and Pond Scum. 


The superior graphics of Super NES make this game 
much more realistic than other Castlevania adven- 
tures. Enemies have always come at the hero Belmont 
from all directions, but in Castlevania IV Simon can 
attack the bad guys from any direction. His whip snaps 
up, down, and around the screen knocking out more 
enemies than the straight whip of earlier adventures. 


THVAL HED BY 
FAM ny. 


Every 100 years the forces of 
Good grow weak and the 
forces of Evil become strong. 
At this time Dracula returns to 
Transylvania. Castlevania IV 
sets the scene with words, 
pictures, and sound. It’s 
creepy. 


HOT TIP: The Morning Star has two 
stages of boost: The first time you 
pick up the weapon, you get a short 
chain; the second time, the chain is 
longer. 


The whip that you carry with 
you into the fortress is both a 
defensive weapon and a tool to 
open the game’s hidden 
goodies. Whip candles to pick 
up energy and release such 
special items as the Cross, 
which destroys all enemies on 
screen; the Invincibility Potion; 
and the all-important Morning 
Star, which boosts the power 
of the Mystic Whip. 
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If you don’t climb the rising 
drawbridge before it closes, 
you’re stuck on the wrong side 
of the moat. Inside the castle, 
look for something to eat—A 


Be sure to go through the gates 
between foreground and 
background. Press the Up 
button to open a gate. You are 
safe from the assaults of 
creatures on the other side of 
this fence. Use that security to 
get past difficult challenges. 


HOT TIP: Be sure to explore both 
sides of the fence. 


Small Pork Chop restores some 
lost power, while a Large Pork 
Chop restores even more 
power. 


HOT TIP: The only way to avoid the 
bottomless pits in Stage 1-1 is to 
walk on the other side of the fence. 


Simon’s basic weapon is the 
Mystic Whip, and cracking it 
properly is the key to success 
in this game. Learn to use the 
arrow keys to aim the whip. To 


One creep you meet in the 
creepy castle is a lonely Pillar 
of Bones. It can shoot at you 
in two directions. This is not a 
situation where you want to 
fight hand to hand. Stay at 
whip’s length and land as 
many hits as you can from 
long distance. 


Avoid the bats that fly at you, and 
whip everything that moves to 
gather Hearts and other items. 


Whip straight up, press Y with 
the Up arrow. To Whip 
straight down, press B to Jump 
and then press Y together with 
the Down arrow. 
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When it’s time to enter a 
password, go to church. Try 
the one pictured here, 
including the code name 
TURBOMAN, and see where 
it takes you. The password for 
Stage 2-1 is skip over the name 
entry and install the Sacred 
Water icon in two places—the 


HOT TIP: If you make a mistake 
entering a password, select the 
empty square at the top of the 


second and fourth boxes in the 
first vertical column. Every- 
thing else is blank. The pass- 
word allows you to return to 
the game at the stage where 
you left, but you lose all the 
bonuses and power-ups you 
have collected. 


screen and install it in the grid 
square with the error. 


Here Simon has picked up a 
boomerang, which is a useful 
weapon against enemies you 
want to stay far away from. 
Your current weapon is 
indicated in the box at top 


center. Other devices include a 
throwing axe, which is slow 
but deadly; a firebomb, which 
clears its way through almost 
anything it touches; and a 
short-range dagger. 


Jump over the rolling spike 
balls, or whip at them from a 
distance. Don’t always assume 
that walls are as solid as they 
may appear. In this area and 
elsewhere, you can open up 
hidden bonus areas by 
smashing boulders with your 
whip. You may find Hearts, 
Meat, or other items. 


In the forest Simon can travel 
from one area to another by 
hitching a ride on a traveling 
pad. Time your jump to avoid 
a plunge to the ground. 


HOT TIP: Don’t jump on the 
platform until you have defeated the 
raven that flies toward you from the 
right. Expect a long jump when you 
reach to the top; position yourself 
at the far-right side of the moving 
platform. 
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How do you kill someone or 
something that is already dead? 
Bone Chukkers are one of 
Simon’s problems in the 
second stage. Later you 
encounter Medusa, a slithery 


HOT TIP: The game rewards you for 
your skill at killing enemies. Each 
time you dispatch ten bad guys in a 
row using a special weapon, you 


creep if ever there was one. 
Jump and Whip in circles to be 
rid of the little snakes she spits 
out, and then toss a couple of 
boomerangs. 


receive multiple shots. When you 
have ten kills, whip a candle with 
the same weapon and the multiple 
shot appears. 


In Stage 3, Creepy Caverns, 
Simon is challenged by a bat 
and boulders. Don’t look for 
patterns; the enemies here 
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arrive on the scene at random. 
The boulders conceal a hidden 
room; whip them out of your 

way to grab Hearts and Meat. 


No place is truly safe in this 
game. Your perch here, above 
the spikes, gives you a place to 
stand while you whip at the 
dragon on the right. Don’t lose 
your balance, and watch for 
low-flying bats and other 
creatures that try to knock you 
off your safe spot. 


Many deadly demons in this 
game come in pairs. A well- 
placed snap of your whip can 
sometimes destroy both at 
once. Double your pleasure 
when you fight the double- 
headed dragon of Stage 3; one 
head throws fireballs and the 
other spits flames. 


HOT TIP: Simon can use his whip to 
knock down some of the fireballs 
and other weapons thrown at him 
by enemies. 


Below this screen is a water 
world. If you land in it, look 
out for freaky frogs, spearlike 
spikes, and other underwater 
obstacles that can end your life 
with a splash. 


HOT TIP: Simon’s basic weapon can 
wave and circle as well as moving 
in a straight line. Press and hold the 
Y button, and his whip flies out and 
then lies limp. Then you can use the 
arrow keys to toss it around. The 
whip won't do as much damage as 
it would if it were taut, but it works 
well when Simon is surrounded by 
little enemies. Use the slack whip 
against the purple Holding Hands 
that come up from the floor of 
Stage 2-1, for example. 


HOT TIP: When you reach the top of 
the Tower of Fear, a two-headed 
Orphic Viper comes at you from the 
left. The heads shoot blue flames. 
Your best bet is to stand on the 
center platform and attack. Triple 
fireballs come up from below, pay 
attention, and Jump before they can 
hit you. 


To swing from an overhead 
anchor, press the Jump and 
Whip buttons at the same time; 
use the Left or Right arrow to 


HOT TIP: In Stage 4, inside the 
castle, some of the floors tilt and 


paR RE N 
Jump and Whip at the same 
time to destroy vicious enemies 
who won’t come down to your 
level to fight. To make this 
move easier, take advantage of 
your ability to change the 


swing. Release the buttons 
when you are over the place 
where you want to land. 


whirl. Attach your whip to an anchor 
to stabilize yourself. 


assignment of commands. Put 
Jump on the B button and 
Whip on the A button, leaving 
Special Item assigned to the 

R pad. 
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FINAL 
FIGHT 


Cody makes up for his small 
size with his agility and 


Metro City owns the dubious title of Crime Capital of lightning speed. He is also 


p d handling knives. Each 
the World, but the mayor, Mike Haggar, can handle the a i alah 
good guy has a special spin 


situation. He is a former street fighter and pro attack, which is almost certain 
wrestler. When the Mad Gear gang kidnaps Hagger’s to knock down enemies. That’s 
daughter Jessica, he sets out to smash the bad guys the good news. The bad news 
and find her. You can control the mayor, or you can is that spins use up power 
choose to be Jessica’s boyfriend, Cody; he is a little SSRI, Soose¥e Spur forthe 
most difficult situations, 
dynamo. Final Fight is much like the kick-and-punch especially battles against 
arcade game of the same name, but only one good guy bosses. 
at a time appears on the screen. In the arcade game 


you can choose between 3 players. 


PROFILE OF HAGGAR 


Haggar 
6 


i Weight: ounds 


28 
Z Favorite Foods: 
Hamburger, 
Baked potato 
He is a forme 
on Street 
oe 


Kick oil drums and crates; they 


Mayor Haggar is a big guy, contain hidden weapons and 
who is capable of winning most 
of his battles with his sheer 


strength. But like many big 


food. If you have the chance, 
wait to pick up food, especially 
the high-calorie stuff like pizza, 
men, he is a little slow to hamburgers, curry, or 
respond. When he goes down, barbecue, until your strength 
he takes some time to get back meter is almost fully depleted. 
up. Cody is a comparatively This way you can use all the 
little guy, but he is very energy that is available. 


athletic and quick on his feet. 
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Meet Damnd, the blond bully 
who controls the Slums of 
Metro City. Other brutes are 
Sodom, the sword-swinging 
samurai of the Subway; EDI-E, 
who lost his day job as a 


H 


A 


security guard but still carries 
his gun on the West Side, and 
Abigail, the boss of the Bay. 
Never tease six-foot, eight- 
inch, 280-pound Abigail about 
his name. 


whips out a pistol in the middle of 
a basic punch-and-wrestle match, 
body slam him immediately. 


Don’t stand still and try to 
duke it out against the bosses; 
use an attack-and-retreat 
strategy, picking your best 
moments and locations. 


Different kinds of punches 
and kicks have different 
effects on different opponents; 
experiment to find the best 
combinations. 


Mike Haggar moved from the 
rough streets to the pro 
wrestling tour before coming 
home to become mayor of 
Metro City. His special 
wrestling moves include the 
Headbutt (grab an enemy and 
then press the Y button) and 
the Jump Kick (press the B 
button, followed by the Y 
button). 


Here are some more of the 


mayor’s macho moves. To 
Lunge press the B button and 
then the Down arrow together 
with the Y button. For a Back 
Toss, grab an enemy, press the 
Left or Right arrow, then press 
the Y button. To put on a Pile 
Driver, grab the enemy, press 
the B button, and while you 
are in the air, press the Down 
arrow and then the Y button. 
For a Windmill Punch, press 
the Y and B buttons at the 
same time. 
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Although he is a fifth-degree 
black belt in karate, Cody does 
not hesitate to pull a knife 
when the going gets tough. 
Cody’s special moves include 
the Shoulder Throw (grab the 


enemy and press the Y button 
while holding down the Left or 
Right arrow) and the Jump 
Kick (press the B button, 
followed by the Y button). 


Cody uses his legs for four 
more tricks: the Flying Kick 


(press the B button, hold down 


the Left or Right arrow, and 
while you are in midair, press 
the Y button); the Knee Drop 


(press the B button, then press 


the Down arrow while holding 


down the Y button); the Knee 
Bash (grab the enemy and 
press the Y button); and 
Cody’s Super Kick (press the 
Y and B buttons at the same 
time). 


HOT TIP: Consider the super moves 
(Y and B buttons together) a last- 
resort attack because they use up 
much of your strength. 


Your current life energy is 
indicated by a bar at the top- 
left corner of the screen. When 
the red disappears, you lose 
one life. The life energy of 
your enemy is charted at the 
top right; when his bar 
disappears, he is defeated. 


Some opponents drop weapons 
when you land a particularly 
hard shot. Although the 
weapons are very effective, it 
doesn’t always pay to stop to 
pick up these weapons; you 
lose momentum and give your 


enemy time to regain his. 


Final Fight has an unusual 
bonus stage: You are given a 
brand-new car. Bash it, smash 
it, and reduce it to a pile of 
junk to earn extra points. 


Power-ups are hidden inside 
crates, drums, buildings, and 
other objects. Soda, vitamins, 
or gum refills 1/9 of your 
strength meter. Bananas, 
apples, or grapes restore 1/4 of 
your strength. Pizza, 
hamburgers, or curry returns 
half of your strength, and 
barbecue refills your entire 
strength. 


In this screen Haggar is in 
trouble, but a quick vault up 
and over his trio of attackers 
reverses the situation. Be on 
the lookout for bonus items. 
The big prizes are diamonds or 
gold bars; they are worth 
10,000 points each. Necklaces 
or rings award 5,000 points, a 
bag of money is worth 3,000, 
and a hammer, hat, or radio 
brings 1,000 points. 


TiS ize 
dle 


When you enter the cage, use 
an enemy as a weapon. Pick up 
one guy and give him a 
shoulder flip onto another 
attacker to take them both out 
at once. 


Haggar hits the street, but 
don’t expect help from the 
citizens of Metro City. There 
are five stages in the game. 
You start in the Slums, catch a 
ride on the Subway, move to 
the West Side, go down to the 
Bay, and end your battle 
Uptown. 


Punch the wall to knock it 
down, so that you can go on to 
the next area. 


HOT TIP: There’s a hidden options 
menu: From the title screen, hold 
down the Left and Right pads at the 
top of the controller and then press 
Start. Among the choices are 
difficulty (from a low of 0 to a high 
of 6) for each of two players; the 
number of extra players (from 0 to 
9), and sound and music tests. 
Included in the options screen are 
some remnants of the two-player 
arcade game, but they are not 
active. 
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SUPER 
GHOULS ’N 
GHOSTS 


Many years ago Sir Arthur defeated the phantoms of 
the Ghoul Realm, rescued Princess Guinevere, and 
returned her to the throne. But that was then and this 


is now: The Ghoul Realm has come back from the 
dead once more, and again the Emperor of Evil has 
kidnapped the princess. The earth beneath your feet 
splits and heaves, the seas swell, and an army of 
demons snaps at your feet as you head into this 
incredible battle. 


There is a lot going on in zombie is about to head for 
Stage 1, the Dead Place. In Arthur, who is armed with the 
this screen a casket has risen torch. This is a good weapon 
from the ground in the to use against enemies on the 


Haunted Graveyard, and a blue ground. 


YER 


PLS 
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sequence, Arthur comes to a 
deadly cell, home of the 
Flaming Skull. Go into the cell 
quickly before the skull shoots 
a fireball. 


ful Bronze Armor, enters a 
region of the falling skulls. 
There is nothing that can be 
done to destroy the skulls as 
they tumble from above; wait 
for a break in the action and 
dash through. 


HOT TIP: As the game begins, 
Arthur carries the lance. To improve 
his weapon, move immediately all 
the way to the left and double jump 
to reveal a treasure chest with a 
new weapon. 
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The second part of the Dead 
Place is the creepy Forest of 
Fear. There is a deadly red 
plant that hides among the 


vines; it puffs up and explodes, 


taking Arthur with it, unless 
our hero destroys it first. 


When Arthur leaps off of the 
dock onto the Ghost Ship to 
start Stage 2, there is no 
turning back; the dock sinks 


HOT TIP: One of the most important 
skills is the double jump; it allows 
Arthur to jump farther or reach 


enemies at unusual angles or in out- 


of-the-way locations. Press the B 


behind him. In this area you 
must jump and dodge to avoid 
the specters that rule the seas. 


button once to jump and press 
again when Arthur is in midair. Use 
the arrow keys for midair reversals 
of direction. 


The swinging pendulum is 
razor sharp. The best way to 
get over it is to use your 
double jump. 


HOT TIP: Ghosts are usually 
destroyed by a single shot to the 
place their bodies would be if they 
had them. 


The Sea of Despair moves 
along by itself; Arthur has to 
jump from raft to raft and to 
avoid killer flying fish that 
launch themselves from the 
sea. The dagger is probably the 
best weapon for this stage. 


HOT TIP: You can’t swim in a suit of 
armor. 
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The spiked poles can knock 
Arthur off his raft and into the 
bottomless sea. The key is to 
jump at just the right moment 
to avoid the poles and land on 
the raft, which continues its 
movement. 


The highest poles are the most 
difficult. Double jumps may 
vault you too high to land on 
the raft. Wait for the tide to 
rise and bring Arthur near the 
top of the pole before you 
jump. 


HOT TIP: Some weapons must 
complete their damaging action or 
magic before they can be used 
again; between uses you are 
unarmed, so be ready to jump or 
duck out of harm’s way. 
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Deep within the earth is the 
Vermillion Horror and the 
Crucible of Flame. The little 
Fire Killers can quickly steal a 


HOT TIP: You lose your current 
weapon each time you pick up a 
new one. Don’t throw out a weapon 


This minor boss is less 


dangerous than he appears. 
Stay as far away from him as 
you can when he is attacking. 
Then move in as close as you 
dare, and toss your weapons at 
him when there is a break in 
the action. 


life from Arthur while you 
concentrate on larger enemies. 
Destroy them the moment they 
move out of the lava pits. 


if you’re satisfied with it; avoid 
picking up a less powerful weapon. 


Direct Arthur on his climb up 
and down the ladders in search 
of treasure and weapons. De- 
stroy all the creeps you meet in 
the game; as they fall many of 
them drop pots containing 
special items. Pots can hold 
power-ups, bonuses, or special 
weapons. 


The terrible twin Towers of 
Molten Steel include within 
their walls the workshop of the 
ghouls of the Phantom Zone. 
Small goblins materialize as if 
from nowhere; destroy them if 
you can (the crossbow helps), 
or jump over them en route to 
the launch platform to the next 
tower. 


The treasure chest Arthur just 
opened contained a magician 
instead of a goodie. He turns 
Arthur into a defenseless, 
crawling baby, which is not a 
pleasant prospect when there 
are ghouls and goblins at every 
turn. 


HOT TIP: The contents of some 
treasure chests change, depending 
on the kind of armor that Arthur 
wears when he breaks them open. 


Among the game’s most 
spectacular screens are those 
within the Ghoul’s Stomach, 
Stage 4. Stable platforms 
suddenly change form, and the 


HOT TIP: Arthur is only able to use 
magic spells when he is dressed in 
his Golden Armor; the kind of magic 
spell available depends on your 
current weapon. Look at the magic 


entire frame whirls around 
Arthur. The Green Skull 
Flowers should be destroyed 
before they attack. 


gauge box at the top of the screen. 
To use magic, press and hold the 
Fire button until the spell appears in 
the box and then release the button. 


Listen for the faint hiss of 
poison gas escaping from 
above. Jump up and over the 
nozzles if possible. The most 
powerful suit of mail is the 


Golden Armor. It protects 
Arthur from single hits, allows 
him to use enchanted weapons, 
and also permits him to invoke 
magic. 
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HOT TIP: If Arthur bears a shield, 
magic spells appear quicker on the 
magic gauge. 


i ; eh ail bo 
The Deep Chill is a cold place 
for a warm-hearted knight like 
Arthur. The ice is alive with 
deadly creatures, such as Ice 
Worms and Snow Flowers like 
the one beckoning here. They 
are not difficult to defeat if you 


keep your distance. 


Avoid the Freeze Crystals 
thrown by the Ice Warlord. If 
Arthur becomes frozen, press 


the Fire button rapidly and 
repeatedly to thaw him out. 


HOT TIP: The warlord’s vulnerable 
spot is his middle. 
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There are various hydralike 
creatures throughout the later 
stages of the game. They are 
invulnerable when they are in 
the midst of mutating to new 
forms. 


Sardius awaits within the 
Throne Room in the final 
challenge of the game. Only 
the power of Guinevere’s 
magical bracelet has enough 
strength to destroy him. 


HOT TIP: Here are the keys to the 
ghoulish kingdom. Plug controllers 
into both ports. Go to the Options 
screen and move the cursor so that 
Exit is selected. On the second 


PLAYER 
Rx» 


a3 
D 


You’ve got to get on Sardius’s 
level to throw a weapon or cast 
a powerful spell in his direc- 
tion. Hop onto one of the 
rising disks that emerge from 
his midsection. 


The disks melt away from 
beneath Arthur, leaving him to 
fall back to the ground, but he 
can fire as he falls. 


controller, press and hold the L 
button and Start; on the first 
controller, press Start. You enter a 
special screen that includes Stage 
Select and music and sound tests. 


HOT TIP: After each successful 


lesson, you receive an upgraded 
pilot’s license. Write down the 
Ei number; you can use it as a code to 
reenter the game at the same point. 
- ET 00730.) 
SZ 
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Here is your chance to try the world’s most dangerous 
airborne sports without leaving your family room. In 
Pilotwings you can go up in the air in a small biplane, 
drop from 3,000 feet as a sky diver, soar among the 
clouds in a hang glider, strap on a rocketbelt, and con- 
trol a combat helicopter. 


Make only small adjustments 
in the direction of your 


This game creates a world that seems almost real in 
downward plunge to score 


which you can rotate your view a full 360 degrees. As pomt sehen: you ga Alnowall 
you plummet to earth, objects below become larger. the first three rings. Before the 
Pilotwings is a technical wonder that demands a great parachute opens, the jumper’s 


deal of attention and skill, and is a lot of fun to play. body acts as a sail. Point your 
head up to move down and 


toward the direction of your 
feet. If your head is pointed up 
and to the left, you go down 
and to the right. Point your 
jumper’s head down to move 
in the direction of your head. 
If your head is pointed down 
and to the left, you move down 
and left. 


HOT TIP: You earn a bonus-point 
flight anytime you make a perfect 
(100 point) landing in skydiving, 


You start your skydiving through three rings, deploy be 

lessons ny beng sated up to your parachute at about 1,000 hangiglidingriorrockēthelt: 
3,800 feet and then dropped feet, and then steer yourself to 

out the window. The first a landing on a large bull’s-eye 

challenge is to steer yourself near the runway. 
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Once your parachute is open, 
press the Down arrow for a 
flare to stop your forward 
motion. Press the Left or Right 
arrow to rotate in those 
directions. Flare carefully to 
avoid picking up too much 


HOT TIP: The white dot in the 
center of the radar gauge is your 
present location. When the target is 
near, a red dot appears on the 
gauge; move so that the white and 
red dots come together. A red band 
glows around a portion of the gauge 


Your second skydiving lesson 
includes five rings and a small 
target on a pier over the water. 
The last two rings are placed 
so that it is difficult to correct 
your position and make a safe 
landing. 


speed or moving beyond the 
range of the target. Later 
assignments include more 
difficult ring placements and 
small, dangerously located 
landing zones. 


when the target is out of radar 
range; the position of the band 
shows the direction in which to 
move. The same gauge also has a 
sweep hand that shows the current 
wind direction. 


The smaller of the two targets, 
to the left, is worth more 
points in this advanced landing 
after a snowfall. There are just 
two rings to pass through, but 
the wintery winds are espe- 
cially tricky here. 


KE 
| os: 18) 


00048. | 


The small scale at the right 
side of the screen appears 
during the last 50 feet of your 
dive; you can also consult the 
altitude gauge at the top. The 
radar indicator at the top left 
shows the shifting wind 
direction. 


You are strapped to a big can 
of gas, with no wings and no 
parachute for the high-tech, 
high-risk sport of rocketbelt 
flying. Use the A button for a 
high-powered blast or the B 
button for less thrust. Use the 
arrow keys to change the angle 
of your body. When you let go 
of the buttons, you drop 
straight down like a stone 
falling down a well. 
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Your body is always moving in 
one direction or another, and 
so you must anticipate changes 
before they are necessary. As 
you pass through a series of 
aerial rings, they change color 
to red; don’t bother trying to 
pass through one you have 
been through once before. 


Remember you have no 
parachute, so a landing from 
high altitude with no fuel left 
in the tanks is going to be a 
hard one. A powerful blast 
uses much more fuel than a 
weaker one. Keep an eye on 
the fuel gauge at the upper 
right. Come in for a landing as 
close to the center of the target 
as possible. 


HOT TIP: Use the L and R pads to 
change the viewpoint to keep your 
rocket man within sight. 


In your hang-gliding challenge, 
you are pulled by a light 
airplane to an altitude of 300 
feet or more above a seaside 
airstrip and released. The air 
current is indicated as a series 
of white dots on the screen. 


HOT TIP: In advanced hang-glider 
assignments, you may have to ride 
two or more thermal currents to 
reach the proper height; once you 


O- ma es 


When you want to descend, 
aim the front of the glider 
upward and lean backward to 
flare. As you start to flare, you 
first head upwards and then 
settle down. Control your 
speed as you come in for a 
gentle landing. 


When you are in the stream 
you ascend, listen for the 
sound cues and watch the 
altitude number increase. Get 
your glider up to about 500 
feet before you aim for the 
landing zone. 


accomplish this, steer out over the 
sea and circle while you lose 
altitude. 


D 


wF ei 
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Make too hard a landing in 
your light plane and you get to 
watch the wings break off. You 
start out with a relatively 
simple assignment: Bring your 
biplane in for a smooth landing 
from 300 feet in altitude. 
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HOT TIP: In the simpler light-plane 
assignments, try not to touch the 
Left or Right arrow as you come in 
for a landing; concentrate entirely 
on adjusting your altitude and lining 
up to touch the instrument landing 
globes. 


(101 79, 


As you become more adept, 
you are challenged with 
assignments including takeoffs, 
flying through rings for extra 
points, and flying just above 
the ground to pass beneath 
arches. Here in Lesson 5, you 
have to land the plane in a 
snowstorm, and it is difficult 
just to find the field in the 
snow. 


HOT TIP: If your light plane comes 
in to the runway too fast, too far 
down the runway, or off center, you 
can try for a “go-around.” Apply full 
power and point the nose of the 
plane up to clear the end of the 
runway, then carefully steer around 
to the left or right, and make 
another approach. You can keep 
flying for as long as you have fuel. 
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HOT TIP: In the light plane, you 
receive the most points when you 
land nearest the center white line 
on the runway. No points are given 
for landings that miss the runway or 
stop past or to the left or right of 
the white line. Bouncing after 
touching down costs you points. 


After each group of four 
lessons, you are given the keys 
to the club helicopter for a 
little trip. It’s a rescue mission 
behind enemy lines, and there 
are a lot people firing missiles 
at you. 


Your flight instructors have 
been kidnapped. Use the radar 
screen to find where they are 
held, but watch for unfriendly 
fire. Some enemy guns and 
missiles are hidden; aim your 


cross hair at the place where 
the projectiles leave the ground 
and keep firing. 


The second and final helicopter 
mission takes place at night. A 
top politician has been 
kidnapped by EVIL, and your 
assignment is to rescue him. 
Fly high to avoid enemy fire 
for as long as you can. 


This screen shows the fiery 
end of an unsuccessful 
helicopter rescue attempt. 
Maximum forward speed is 
achieved by bringing the nose 
of the helicopter down and 
applying full power. To hover, 
put the chopper into level 
flight. To go backwards, put 
the tail of the chopper down. 


HOT TIP: Here are codes for some 


RANDY GAVAGE" UNDERTAKER” 


The other stars of the game 

are the Undertaker, Sid 

Justice, “Million Dollar Man” 
= Ted Dibiase, the Legion of 


Doom (Animal and Hawk), the 
Natural Disasters (Earthquake 


and Typhoon), Jake “the 
Snake” Roberts, and “Macho 
Man” Randy Savage. 


HOT TIP: String together a series of 
moves to keep your opponent off 


save’ ROBERTS" HOGA 


“PLAYER 1, CHOOSE A HRESTLER. 


WrestleMania comes to your Super NES screen. This is 


an incredible sports simulation game for one or two guard. If the other wrestler is 


players. The graphics are outstanding, the animation is always on the defensive, he is 
unlikely to knock you down, and he 


uses up his energy. 


almost as lifelike as a movie, and the on-screen play- 
ers are recognizable electronic equivalents of real 
wrestlers. The game play is challenging, with a wide 
range of commands and different skills among the ten 
WWF wrestlers in the cartridge. 


Hulk Hogan, the Hulkster, is 
the leader of the Hulka- 
maniacs. A giant at six feet 
eight inches and 303 pounds, 
he has the highest profile of 


the ten contestants in the Macho Man may never be the 
game, but he is not necessarily same after Typhoon lands on 
the best wrestler. him in this One-On-One 


match. Other contests in the 
cartridge include Tag Team 
HOT TIP: When you wrestle a 
computer-controlled opponent, he 
often makes the same moves that 
his real-life counterpart favors. 


(two on two) and the Survivor 
Series (four on four). 
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The Hulk has Earthquake in a 
neck hold, bringing him toward 
the ropes where Hulk’s tag- 
team partner, Jake Roberts, is 


HOT TIP: Different assignments 
depend on whether both wrestlers 
are standing, whether one opponent 
is down, whether your wrestler is 
locked up, and even if the action 


JAKE ROBERTS 


Jake the Snake is in the power 
position on top of the turn- 
buckle, but his opponent, 


EARTHQUAKE 


waiting. Members of the teams 
have been known to cheat 
when the refs attention is 
elsewhere. 


has e ring. There are 
so oves that you 
ha e many times 
toc oves without 
thinking. 


EARTHOUVAKE 


Earthquake, is still standing, 
and he has more energy on his 
meter. 


HOT TIP: A good move for the 
situation above is the Flying 


Elbowdrop. 


Before you attempt the Aerial 
Drop, be sure you are in range 
of your opponent lying on the 
mat. If you jump and land 
short, the tables may quickly 
turn. 


In the Survivor Series, when 
you have your opponent 
pinned, keep an eye on his 
partner. He may try to sneak 
out of his corner and lend his 
downed teammate a hand. In 
this screen all four wrestlers 
grapple while the ref tries to 
sort it out. 


HOT TIP: If your energy meter is 
low, wrestle defensively. In a Tag 
Team or Survivor Series match, 
make a switch to the other wrestler. 
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U.N. 
SQUADRON 


The Kingdom of Aslan has been taken over by a fierce 
invading army, the Project 4 mercenaries. The only 
corner of freedom is Area 88, home of the world’s best 
fighter pilots. Flying under the U.N. Squadron flag, they 
launch their response. This shoot-’em-up has aerial 
power-ups, cash prizes for victories, and visits to the 
equipment hangar for upgrades at the start of each 


mission. You move through ten stages to defeat 
Project 4; the order in which you take on the enemy is 
your choice. 


Shin Kazama, the squadron’s 
Top Gun, takes to the skies 
over Area 88. Kazama’s power 
level rises the quickest of the 


is up high. 


three pilots. The safest position 
at the start of the game usually 


Drop down to near ground 

level to take out antiaircraft 
batteries. Then soar up high 
for a few seconds to destroy 
the missile pads. 


Mickey Scymon is a master 
with most special weapons. 
Here his F8E Crusader lets 
loose a Cluster Bomb, which 
disperses a circle of explosive 
charges around your fighter. 


OT el sure of 
ur tie lon’t over- 
ad ih with too many 
ea 
you ond eapo! 


and ihe res you s 
take only what you n 
mission. 
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Not all weapon systems can be 
mounted on all aircraft; 
McCoy advises you when you 
go shopping. Among the un- 
usual devices are the Thunder 
Laser, which fires three 
forward lasers; the Sailing 
Missile, which sends a weapon 
straight up; and deadly flaming 
Napalm. 


Pilot Greg Gates may be the 
best all-around pilot. Among 
his strengths is his ability to 
recover quickly from battle 
damage. His aircraft is 
equipped with the Falcon air- 
to-ground missile. 


Drop a bomb on the column of 
fire, and hope to put out the 
flame before your plane must 
pass through it. The enemy 
wolf pack in this area is 


unpredictable in its flying 
patterns. The Phoenix missile 
is probably the best weapon, 
although your plane cannot 
carry more than 20 at a time. 


You start your crusade piloting 
an F8E Crusader, a basic, 
relatively slow fighter that can 
carry only a light load of 
weaponry. Once you earn 


HOT TIP: Before you spend your 
hard-earned cash on a new flying 


enough cash, you can upgrade 
through five better models, up 
to the F200 Efreet, a zippy 
Soviet super fighter that can 
handle all the weapon systems. 


machine, be sure you have enough 
money to equip it with weapons. 
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When the DANGER lamp 
comes on, try to keep your 
fighter out of the line of fire 
until midair repairs are made. 


HOT TIP: Each major boss has a 
weak spot; you know that you have 
hit the spot when the boss flashes. 
Keep firing at the weak spot. 


Smo C 


Emets 


The Stealth bomber pops up 
out of nowhere with a tremen- 
dous amount of firepower. In 
this screen Greg Gates lets 
loose a Mega Crush, a missile 
that soars high into the sky 
and then fires a cascade of 
lasers downward. 
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The traffic is getting heavy as 
enemy Harpoon Missiles and 
bombs fill the air. A good 
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The Battle Tank, which is the 
boss of the first mission, 
reappears in an even more 


threatening version in the 
fourth mission. Its weakest 
point is the blue beacon at the 
top. Stay above or below the 
cannon fire, and move in to 
blast the beacon when you can. 


HOT TIP: The A10A Thunderbolt, 
with its superior air-to-ground 
fighting capabilities, is the best 
plane for this mission. 
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defensive weapon for this 
situation is the Cluster Bomb. 
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The Ground Carrier is the 
fearsome foe of Mission 5. It is 
packed with missile launchers 
and a huge cannon turret. The 
turret is its weak point. Blast 
the turret with bombs, 
Napalm, and Phoenix “fire- 
and-forget” homing missiles. 


HOT TIP: Keep an eye out for 
convoys of supply trucks on the 
ground. Destroy them to pick up 
$20,000 for your next shopping trip. 
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RYNE SANDBERG PLAYS 


SUPER 
BASES 
LOADED 


This Super NES game is awesome. It is a true simula- 
tion of the real thing; there are no exploding pitches, 
cybernetic batters, or underwater stadiums. Your skill 
with the controller and your knowledge of baseball 
propel you to a championship season. 


The game's rating system for games played against 
the computer is a little tricky. After each win the com- 
puter awards a rating based on your performance in 

the game. Based on the score you receive, you are 
rewarded with a game against an upgraded team the 
next game out. If you lose, no rating is calculated and 
your next game is against a low-ranked team. The 
higher the game level, the tougher the competition. 


You can press the B button to 
toss the ball, but games are 
won with pitching not just 


arrow to move the pitcher on 
the mound before the pitch. 
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throwing. Press the L or R pad 
together with the Left or Right 


In this game not all teams are 
created equal. Look beyond the 
suggested batting order for 
hidden superstars warming the 
bench. The Atlanta Amoebas 
are one of the strongest teams 
in the league in batting and 
pitching, but don’t overlook 
nonstarters Theoly, Ohara, and 
Burns. Umars sits on the 
Boston Buzzards’ bench with 
40 homers and a .323 batting 
average. The same story goes 
for Slater and Carson of the 
Chicago Cyclops—if only the 
Cyclops had some pitchers! 


HOT TIP: All pitchers have a weak 
batting average of .150, which is 
one argument for selecting a 


: designated hitter. 


Use the arrow keys before and 
during the windup to select the 
target for a pitch and its 
movement on the way to the 
plate. After the windup is 
started, press Up for a fastball 
or Down for a change-up. 
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The Washington Weasels are 
the home run leaders, with 120 
dingers among the middle five 
starters and 75 more on the 
bench in Niler and Radson. 
The Seattle Storm really know 
how to pound the ball; that’s 
good because their pitchers 
really know how to serve up 
gopher balls. The manager of 
the Los Angeles Lizards has a 
pretty good pitching staff, but 
the boys tend to get tired early 
in the game so keep the bull- 
pen warm. 


Move infielders toward the ball 
with arrow keys. When you 
snag the ball, press the B 
button with the appropriate 
arrow key to throw the ball to 
a base. If you don’t press an 
arrow key, the ball automat- 
ically goes to first base. Press 
the Y button to leap for the 
ball; press Y with an arrow key 
to attempt a diving catch. 
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It’s a long fly ball deep into the 
left-field corner. Watch the 
progress of the batter, who is 
just touching first base in the 
small diamond, so you know 
where to position your fielder. 
You automatically catch the 
ball if you are beneath it. If 
you miss, grab the ball and 
throw it to the appropriate 
base, using the arrow keys to 
direct the toss. To run to a 
base with the ball, move the 
fielder using the arrow keys 
without pressing the A or B 
button. 


HOT TIP: The quickest way to pick 
off a runner doesn’t use the arrow 
keys: Press the Y button, then 
immediately hit the B button. (The B 
button without an arrow key always 
throws the ball to first base.) 


HOT TIP: Adjust your batting 
stance. Press the Up arrow with the 
B button to uppercut for a fly ball; 
press the Down arrow with the B 
button to chop down on the ball for 
a grounder. 


HOT TIP: You can jump from Level 
1 to Level 5 with a good game. If 
you win a game but receive a rating 
below your current level’s 
requirement, you drop down one 
level; a loss drops you back to 
Level 1. 


Running the bases requires as 
much skill and baseball knowl- 
edge as any other element of 
the game. To attempt to steal a 
base, press the A button with 
the appropriate arrow key. 
Press the B button and the 
appropriate arrow key to send a 
runner to the next base. Press 
the Y button with the 
appropriate arrow key to recall 
a runner to a previous base. 


This game has a spectacular 
home run celebration. The ball 
clears the fence, and you see 
an unhappy fielder with his 
back to the wall. Then the 
scoreboard erupts as the batter 
crosses from second to third. 
Finally there is a display of 
electronic fireworks. 
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SUPER 
R-TYPE 


A feast for the eyes and a workout for the thumbs and 
trigger finger, Super R-Type has everything you would 
expect to find in a video arcade game except the coin 


slot. R-Type games tell the stories of the battles of the 
evil mutant Bydo Empire against Earth. The people of 
Earth’s future have turned to the pinnacle of their tech- 
nology, the R-9 Nectarian Battle Cruiser, for their 
defense. 


There is an unusual twist to this challenging game. 
You can use the Force Pod in several different ways: 
Attach it to the front or hook it on the rear of your 
spacecraft for extra defensive and offensive powers, 
or detach the pod and operate it separately. 


The enemy arsenal is awesome. 
In this screen flying tanks and 
deadly, high-speed Asterjets 
emerge from the belly of a 
huge Bydo spaceship. The 
Force is mounted to the rear of 
the R-9 Cruiser, where it acts 
as a superior weapons 

platform. 
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The B button fires single shots 
when you press and release. If 
you hold the button, the beam 
gauge at the bottom-left corner 
of the screen changes to red. 
Release the button when it is 
at full power to let loose a 
powerful blast. The X or Y 
button can be used for contin- 
uous fire. 


HOT TIP: Here are the quick keys to 
Stage Select. From the second title 
screen (after you have chosen a 
difficulty level), press and hold R 
and A, then press Up nine times. 
Listen for the special tone. Begin 
the game, then press the Start 
button to pause the action. Press 
the R, A, and Select buttons at the 
same time. There is a number in the 
bottom-left corner-of the screen. 
Use the Up or Down arrow to 
change the number: 01 through 07 
are the first seven stages; 11 
through 17 are more difficult 
versions of the same stages. If you 
were already in the Hard mode, 
choosing 11 through 17 puts you 
into the almost-impossible Pro 
mode. 
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The Force can be with you: In 
front it is an attack pod; at the 
rear it is an active shield. If 
you pick up additional Force 
units (as many as three are 
allowed), they can be attached 


The warships of the Bydo 
Empire split in two and try to 
outflank your R-9. Fly into the 
middle of the broken circle, 
and hold your position until an 
opening appears on the other 
side. You can also try for a 
perfectly aimed, perfectly 
timed Super Shot to destroy 
the guns in the circle. 


HOT TIP: Here is the way to gain 
any instant power-up: First turn on 
Zoom. From the second title screen, 
which has Mode Select, press Down, 
R, Right, Down, Right, Right, Down, 


in several positions. You can 
choose to detach the Force at 
anytime by pressing the A 
button and allowing it to fly 
along ahead of you for extra 
firepower when you need it. 


Badacre may look like a rabbit 
in a spacesuit, but he is dan- 
gerous. Here the R-9 is firing a 
high-powered Sky Attack 
Laser; it is a circular force that 
flies straight out toward the 
target. Pick up a pink POW 
pellet whenever you can. 


Right, Down, and Down. Listen for 
the special tone, then start to play 
the game and press Start to pause 
the action. Press R, Right, Down, Y, 
Down, Right, Down, Left, Right, 


The Reflecting Laser is an 
important part of your arsenal. 
It sends out three beams: 
straight ahead, up, and down. 
The weapon comes in handy 
when you have foes in the air 
as well as on the ground. 


You don’t stand much of a 
chance in Stage 2, the Alien 
Ruins, unless you grab Power 
Armors. You find them at the 
start of the stage. Destroy the 
turrets outside the gate to 
reduce the number of enemies 
on the screen. Blow up the 
aerial tanks with missiles as 
they appear, then plow your 
way through the gate. 


Down, Right, and Right. Select a 
weapon upgrade for your Force Pod 
from the table. You can issue the 
second part of the code as often as 
you like by pausing the game. 
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You’re in for a shock if you 
allow your R-9 to travel 
through an electrical discharge 
within the ruins. Making 
things more difficult in this 
area, the platforms move up 
and down unevenly. The key 
to success is to move slowly 
and carefully from section to 
section. 


Zabtom is the big, bad boss at 
the far-right side of the Alien 
Ruins. He fires Megabullets 
from his head and Mega- 
flashers from his chest. Wait 
for the hatch in his middle to 
open, then let loose a Super 
Shot with a full charge. Back 
away immediately after firing 
to avoid his fiery response. 
Keep cycling in and out, until 
you atomize Zabtom. 


The Goldfish Rockets within 
the Cave, Stage 3, are difficult 
to destroy. Don’t let them get 
close: Blast their engines from 
a safe distance. Inexsis, the 
boss, does not attack directly; 
instead he controls a pair of 
Serpentoids, which slither from 
his body. 


The waterfalls in the Cave 
won’t damage your R-9 


Cruiser, but they change its 
course when you pass through 
them. Pay attention to the 
position of your ship as you 
enter the water to avoid being 
driven to extinction. Just past 
the second waterfall, take the 
lower pathway and blast 
through the walls to reveal 
power-ups. 


To destroy the Battleship 
MK1, you must go inside and 
blast all three sections of the 
main reactor core. The boss of 
Stage 4 is the Prisoner, who 
flees the crumbling spaceship 
to direct powerful laser beams 
from his pistol-shaped mini- 
fighter. 


Go slowly and carefully 
through the Mining Field. The 
walls move up and down, and 
on the diagonal. Taking the 
high road here and in most 
parts of the game gives you a 
slightly less challenging path. 
Whichever route you choose, 
don’t become trapped in one of 
the U-shaped pockets. 
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The walls move diagonally 
two-thirds of the way through 
the Mining Field. When you 
get to that point, you are 
nearing the showdown with 
Rios, a gigantic metallic 
fighting machine. The walls 


move rapidly from right to left, 
and you have to avoid them as 
well as Rios. Land a couple of 
Super Shots on the boss’s red- 
glowing eye spot to shut him 
down. 


This is the place where old 
robots go when they are done 
in, but as soon as the Recycler 
rebuilds them, they are back in 
the fight. The walls of the 
recycling plant are a deadly 


maze, and your skill as a pilot 
is critical here. When you get 
to the Recycler himself, stay 
low and fire a Ground Attack 
Laser at his red spots. 


The final challenge of the 
game, Stage 7, brings you to 
the heart of the Bydo Empire. 
It is forest and factory setting 
with nasty space snakes and 
bugs, and a huge boss, Woom. 


When you arrive at Woom’s 
room, launch your Force Pod 
into the boss, but keep your 
R-9 out of the direct line of 
fire at the lower-left corner of 
the screen. 


HOT TIP: Here is your chance to 
play video disk jockey with the 
sounds of Super R-Type. From the 
Options screen, go to the music test 
and select a tune. As you play it, 
press the Right button to fade the 
music out. Each time you hit the 
button, the fade works faster. 
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GRADIUS II 


Bacterion is back. You fought this slime in Gradius and 
Life Force; now you must face it again in this awesome 
Super NES game. Gradius III includes some of the best 
bad guys, weapons, and moves from earlier games, 
along with an eye-boggling series of new challenges. 


All the hopes of the Gradian people rest on your trig- 
ger finger, as you pilot your one-of-a-kind fighter in this 
ten-stage outer-space showdown. The action at the 
beginning of the game is easy and predictable, but it 
quickly becomes more intense. You need to move up, 
down, left, and right on the screen, and sometimes you 
have to confront the same enemy from several differ- 
ent directions before it is removed from the battle. 


You are the captain of the one 
and only Modulated Artillery 
Exalter. Gradius III begins 
with the launch of your MAX 
from the mothership as you set 
out to battle the fearsome 
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mayors of ten treacherous 
terror zones. After you conquer 
a boss, you move to a secret 
bonus area, where you can 
repair and enhance your 
weapons for the next battle. 


In addition to the difficulty 
level and assignment of 
controls to various buttons, 
you can also turn Turbo Shot 
on or off. There is an impor- 
tant automatic Power-up 
option; when it is turned on, 
your hyperpower weapons are 
automatically activated anytime 
you capture a Red Power Pod. 
If Power-up is off, you 
manually control hyperpower 
weapons with your Power-up 
button. 


If you have trouble making up 
your mind, you may want to 


choose from one of four preset 
packages of weapons and 
defenses. To select one of the 
preset groups, use the arrow 
keys to highlight the selection 
you want and press the A 
button to lock it in. If you 
change your mind, press the B 
button to cancel. 


You may use the arrow keys to 
select from the four available 
options in each of six cate- 
gories: Missile, Double, Laser, 
Option, ? (Bonus), and ! 
(Super Bonus). When you have 
made your choices, press the 
Start button. 


The first stage is the Desert, 
where sand worms, enemy 
ships, and hidden enemy bases 
attack you constantly. Until 
you get used to the challenges 
of this game, choose the Easy 
level of play. With practice you 
soon advance to Normal and 
then on to Hard. 


HOT TIP: Watch for creatures that 
may steal your Option weapons. 
You can regain a stolen unit by 
boosting your Weapon Status 
Gauge to Option again and 
engaging the item. 
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Try to destroy this sand worm 
when it first appears. Stay as 
far to the left of the moving 
screen as you can and fire at its 


HOT TIP: Use the Option screen to 
assign Shot and Missile to different 
buttons. The standard assignment 
puts both Shot and Missile on the B 
button and Power-up on the A 
button. If you want to continue with 


The first mission ends in a 


desolate place called the Dunes 
of Doom. This wasteland is 
home to a gigantic ant, known 
as Goliath. 


head. If you time it correctly, 
you can make a mad dash 
above and past the worm. 


a manual Power-up, you might want 
to assign Shot to the A button, 
Missile to B, and Power-up to X. 
Another key assignment uses the R 
pad for Missile and the L pad for 
Shot, or the other way around. 


Goliath can be a real pain, with 


his sharp pincer claws and 
dangerous projectiles. Stay out 
of the range of anything he 
throws your way. Shoot the ant 
in his single blue eye when he 
opens his pincers. 
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HOT TIP: Several weapons can be 
used at once, but Laser and Double 
weapons cannot be active at the 
same time. Laser, Double, ?, and ! 
items can only be activated once 
before they are lost. The Option 
weapons can be activated as many 
as four times. 


Bubble World is easy; that’s 
the good news. The bad news 
is that each time you strike a 
bubble, it splits into four 
smaller attack bubbles. 


Some bubbles have enemies 
inside them. When you burst 
their bubbles, these aliens 
come out to fight. Even more 
dangerous is Bubble Eye, the 
living glop of slime that is the 


boss of the level. The only way 
to make him stop sending 
more bubbles your way is to 
blast him out of existence. 
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Keep up a stream of blasts 
against Bubble Eye, digging a 
deeper and deeper hole until 
you can destroy him com- 


HOT TIP: The twin Serpentine 
Scorpions of Stage 5 are too big for 
you to fly above or below them. You 
must fly into the loop made by their 
two halves and look for a way to fly 
out the other side. 


Volcano World is a violent 
place. Geysers of molten rock 
shoot up from cones or down 
from holes in the sky. This 
gigantic moving platform is 
crowded with enemies. Later 
in this stage, you have to plow 
straight through walls of mud, 
where you must watch for 
hidden boulders and enemies. 


pletely. If you let up your fire, 
Bubble Eye releases a horde of 
destructive attackers from his 
core. 


S| 
In Volcano World defend your 
MAX fighter to the max with 
a forward shield. Defensive 
weapons in this game include 
shields, a force field that wraps 
your fighter in a protective 
cocoon, a rolling shield that 
revolves around your MAX, 
and a Reduce option that 
makes your ship a smaller 
target for the enemy to shoot. 


HOT TIP: In a two-player game, 
each contestant can set up his or 
her own options. Player 2 selects an 
arsenal after Player 1 has com- 
pleted the first round. 


Don’t stop to smell the flowers 
when you travel at top speed 
through Bacterion’s garden. 
The plants here try to reach 
out and touch you at every 
opportunity. Shoot or avoid 
them. 


HOT TIP: If you are in the top part 
of the screen, Hawk Wind missiles 
zoom upward. If you are at the 
bottom part of the screen, the 
missiles head downward. 


In the Greased Lightning 
Round, you are launched into 
the electronic computer cir- 
cuitry of the evil one’s data 
bank. It is protected by nasty 
creatures and warships. Here 
your ship is equipped with 
twin lasers and bombs; armed 
in this way your passage is 
almost easy. 


Be prepared for a change in 
perspective, as the pathway 
within the computer suddenly 
turns upward. If you can make 
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it up the hill, you earn the 
dubious pleasure of meeting 
the mayors on parade; it’s no 
beauty pageant that’s for sure. 


QI Fog 


Bulbous, the belligerent bulb, 
is hungry, and you’re on the 
menu. The best tactic is to stay 
as far away from this beast as 


HOT TIP: Moai, the fourth stage of 
the game, marks the return of the 
mysterious Easter Island statues 


you can. If you must fight, 
shoot for the glowing core 

inside his mouth when it is 
open. 


from the original Gradius game. 
Don’t turn your back on them; they 
spin and fire. 


SUPER 
SMASH T.V. 


The year is 1999, and one game show is at the top of 
the charts: Smash T.V. pits two contestants in a battle 
to the death for fabulous prizes, including toasters, 
microwave ovens, sports cars, vacation trips, and the 
right to survive to play again. This game is full of 
action and strange characters. You carry missiles, 
spread shotguns, grenades, saw blades, shields, and 
even a portable, room-sized nuclear weapon. 


It’s show time, and our brave, 
if somewhat foolish, contestants 
march onto the set for a round 
of Smash T.V. The view is 
from a camera above the set. 


HOT TIP: Although two players can 
cooperate all the way through the 
four levels of the game, only one 
ends up as the Grand Champion 
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This is an excellent way to 
watch the action, but the 
characters and weapons appear 
much smaller than in many 
other Super NES games. 


with the highest score. That player 
enters the ultimate goal of the 
game, the Pleasuredome. 


The controls in Super Smash 
T.V. work differently from 
most other Super NES games. 
The four Fire buttons shoot 
up, down, left, and right. You 
can also fire on the diagonal by 
pressing two buttons at once; 
for example, use the Y and B 
buttons to fire on a diagonal 
down and left. 


This contestant, who has just 
won a shiny new VCR, is 
equipped with Discus Defense. 
It whirls around him to slice 
through any enemy who comes 
too close. The discus breaks 
each time it comes in contact 
with an enemy, so shoot first 
and use the discus only when 
necessary. 


HOT TIP: You can use only one kind 
of weapon at a time. If you are 
happy with the device you currently 
have, don’t pick up a new weapon 
icon. Power-ups, such as speed 
boosts and mobile force fields, can 
be used along with weapons. 


The cannons in some of the Land ten or so direct hits on 
rooms lay down a lethal cross each cannon to remove it so 
fire; try to remove them first. you can concentrate on the 
Avoid the projectiles, then fire. dozens of other enemies. 


HOT TIP: Immediately move out of a may fall victim to a sneak attack 
room you have cleared. If you stick from the bad guys that you thought 


and locate the dollar ($) signs. around to admire your success, you you had eliminated. 
Head for them, but be careful; 


some of the mounds of special 
items and money are booby- 
trapped. The maps also show 
the route to the boss of each of 
the four levels. This one 
features Mutoid Man, the head 
honcho of Studio 1, the first 
level. 


Study the maps between levels 


HOT TIP: Mutoid Man is one of the Here’s the game show host and The bonus prize room is filled 
game's most difficult bosses. Use his assistants. You meet up with gifts. Grab as much loot 
seid powerful weapons you can with him as an enemy when as you can, but watch for the 
gra ; the Nuke Bali Bazooka you get near the Pleasuredome land mines that are hidden 
especially effective. Stand back : i 
when Mutoid Man explodes, or you at the end of the game, in among the prizes. 
could get burned. Studio 4. As a boss he is a 

souped up version of Mutoid HOT TIP: Four bizarre bosses wait 


for you within each level: Mutoid 
Man is half mutant and half battle 
tank; Scarface is ugly and mean; 


Man, with the same laser eyes 
and tank treads that can roll 


right over you. Cobra Head is the king of the 
HOT TIP: When you collect ten snakes, and the Master of 
keys, you can use them to open a Ceremonies is the most dangerous 
secret room. Try all of the locked of them all. 
exits, and keep trying until one 
opens. 
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cave friends. 


creatures. 


As the game begins, you take 
on the role of Joe or Mac. You 
always have to be on the look- 
out for unfriendly beings; there 
are peculiar pterodactyls, 
fearsome fish, and nasty 
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JOE & MAC 


A long, long time ago, back when rock ‘n’ roll was just 
rock and fast food meant food that was too quick to 
catch, Joe and Mac were cool cave dudes. Then along 

came some Neanderthal nerds who scared off all their 


The story line may seem silly, but Joe & Mac is a col- 
orful, fun action game that makes great use of new 
Super Nintendo technology. One or two players can 
cooperate or compete to rescue the captives by 
defeating an exciting cast of cavemen and prehistoric 


touches. The 
is fire. 
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Near the start of the game, you 
see an egg on a rock tower. No 
matter how hard you try, you 
can’t jump up there to get the 
egg. The trick is to move to 
the right of the screen and 
meet the pterodactyl flying 
from right to left; hop on his 
back and ride him up to the 
egg. Crack open the egg to 
find a boomerang. 


Neanderthals with clubs. The 
first thing you must do is to 
arm Joe or Mac with weapons; 
choose from bones, boomer- 
angs, stone wheels, or fire. 


At the start of the game and 
each time you clear a stage, the 
map of Joe and Mac’s world 
appears. Red dots mark battle 
stages. When you complete a 
stage, an ax replaces the dot on 
the map. Blue dots indicate 
bonus stages, where you can 
pick up extra energy but must 
watch out for bad guys hidden 
with the prizes. White dots are 
place markers. 


The game has seven hidden 
stages that don’t appear on the 
map. Look for the Red Eggs; 
break them to summon a 
friendly pink pterodactyl; he 
gives you a lift to a secret 
stage. 


HOT TIP: Watch out for the 
unfriendly Pooteranodon at top left 
of this screen; throw your weapon 
at it or be ready to get out of the 
way if it swoops down on you. 


HOT TIP: You must collect keys to 
open the gates that block some of 
the paths on the map. If you have a 
key, go to the gate and press the A 
button to open it. 
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This Tyrannosaurus Rex stays 
calm and friendly when you 
approach from the left. It is 
almost as if it were not there, 
and you can concentrate on 
battling the cave dude. 


When you get past the sleeping 
dino, he suddenly wakes up 

and becomes a fierce opponent. 
Hop up onto the ledge and get 


An overstuffed dino falls at 
your feet when you land 
enough bones between his 
teeth. The game is easier if you 
are in the two-player mode, 
which allows players to 
cooperate in battling bad guys. 
The special two-player super 
game adds another level of 
play: You and a friend can 
cooperate or beat up on each 
other, or do some of both. 


as close as you can to the dino 
without becoming his lunch; 
then lob bones into his open 
mouth. 


Joe & Mac 47 


When Joe or Mac completes 
the mad dash across the log 
bridge in Stage B, there is a 
caveman waiting. He swings 
his club first and asks ques- 
tions later. 


HOT TIP: If you are hit by an enemy 
and still have some life left, you 
become temporarily invincible. Joe 
or Mac looks pale for a few 
seconds. Use that moment to get 
past an otherwise unbeatable 
opponent. 
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Make your way across the 
water by jumping from the top 
of one geyser to the next. Keep 
an eye out for the strange 
creatures that look like electric 
blobs, they can zap you. 
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Don’t pass up an opportunity 
to smash an egg and pick up a 
bone. Joe and Mac can never 
be too well prepared for the 
challenges ahead. You come 


“Feed me!” cries the gigantic 
plant. If you get too close, the 
plant’s long tentacles grab you. 
Stand as far to the left as you 
can, and run in for a toss when 


the plant’s mouth is open. 
Make sure the vines don’t whip 
out at you by keeping a safe 
distance from them. 


HOT TIP: In the two-player game, 
Joe or Mac can jump on the back of 
the other to vault into the top of the 
screen. 


across Small Drumsticks, 
Medium Drumsticks, and 
Large Steaks. The bigger the 
meat, the more power you 
regain. 


HOT TIP: The dive attack is 
particularly effective. Move to the 


=) _ edge of a cliff above an enemy. 


Then press the Left or Right arrow 
twice quickly, then hit the Down 
arrow. It’s the same command you 
use to perform a somersault. When 
you issue this command from a cliff, 
Joe or Mac dives. 


Victory is sweet, especially 
when your sweetie is there to 
congratulate you on defeating 
the big, bad plant. She appears 
at the end of each stage of the 
game. In the two-player game, 
only one of the two contestants 
wins the kiss. 


ie 


PRAMAS 


Before making your move, 
watch the patterns made in the 
air by the school of Fishosaurs, 
and don’t overlook the fins 


The start of Stage C is a slow, The bees can be nasty if you circling below in the water. Go 
careful climb up a huge tree. come too near. Don’t spend to the center of the screen and 
As you jump from limb to much time trying to knock bop the sharks as they fly out 
limb, watch for the beehives down the hives: Avoid them. of the water. 


hidden among the branches. 


Timing is everything when A friendly pink pterodactyl 


you’ve got to go past these gives Joe a ride in the hidden 
flying piranhas to get to the area of Stage D. Unfortunately, 
egg on the far bank. Stay to the bird is taking Joe away 

the left and toss bones or from the golden key hanging at 
boomerangs at the piranhas to the upper left. Go for the key 
knock them out of the air. first, then take a ride. 


This big Ultrasaurus is the 
monster who waits at the end 
of Stage E. Remember that his 
head is at the end of a very 
long neck, which means he can 
reach across the screen. Keep a 
respectful distance whenever 


he comes out of the water. 
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POPULOUS 


You are totally in charge, and you have no less than 
989 worlds to rule in this exciting, complex, and 
demanding Super NES game. Populous is a computer 
simulation of the planet. You are the Master who is 
able to shape life, raise land from the sea, develop 
farmland, unleash volcanic eruptions and earthquakes, 
and encourage the establishment of new settlements. 


This is not a game that is quickly or easily mastered, 
but these helpful tips will get you started. You will also 
want to study the instruction manual, although experi- 
mentation is the key to enjoying this game. 


The bearer of the Papal 
Magnet sets forth on a stroll in 
the Grassy Plains of Populous. 
The crosslike Ankh shown here 
represents the forces of Good, 
while the Skull holds sway over 
the forces of Evil. When you 
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instruct them to move, the 
people run to the Magnet. If 
you have sufficient Manna and 
a Leader, use the Papal Magnet 
to move people around the 
world. 


HOT TIP: The Good Walkers on the 
close-up map are dressed in blue, 
while the Evil Walkers wear red. 
Good Walkers do whatever they are 
asked by Influence Behavior 
commands. But if a Walker walks 
about for an extended period of 
time without settling down, he 
grows weak and eventually dies. 
Good Settlements fly blue flags; Evil 
Settlements hang out red flags. 


Grassy Plains is a friendly 
place to develop a civilization, 
with relatively simple chal- 
lenges like water, swamps, and 
small hills. A good place for a 
slow-growing population, the 
Manna Bar increases at a 


moderate rate. 


HOT TIP: The shield at the upper 
right gives you important infor- 
mation about the Good and Evil 
people and the Shield Bearer. The 
affiliation of the Shield Bearer is 
shown at the top left as an Ankh or 
Skull. At the top right is an 
indication of the cultural advance- 
ment of the Shield Bearer. Shown in 
the bottom left is an indication of 
the shield’s assignment to either a 
Walker or a settlement. The infor- 
mation shown in the bottom right 
shows the strength of the current 
Shield Bearer. 


collected a lot 
, you can zoom any pre- 

ivilization to the most 
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and press the X button. 
on-castle 
ing the Y 
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The Desert is a difficult 
terrain for Walkers on their 
own; gather them and then 
settle them to build a 
community. Be especially 
careful where you place the 
Papal Magnet, and beware of 
floods near sea level. 


HOT TIP: If you leave a Walker 
waving his hand for about 1,000 
waves, he brings forth a pestilence 
of worms, snails, and other creepy 
crawlers. They move in straight 
lines and change perfectly good 
land into swamps. 


In Snow & Ice weather 
conditions make it almost 
impossible for Walkers to 
survive without settling. Under 
these cold conditions, the 
standard rate of decrease in 
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Rock & Lava is a difficult 
world where land is cleared 
with a lot of effort, but the 
environment is not especially 
harsh and rapid population 
growth is possible. That’s the 
good news; the bad news is 
that the Manna Bar grows 
rapidly causing all sorts of 
strange events. 


population is higher than the 
increase. Keep the people from 
wandering and build up their 
strength before they set out for 
new areas. 


This entire game takes place in 
g P 
the “mind” of a computer, so 


the Bit Plains must represent 
the computer’s vision of reality. 
There are plenty of computer 
bugs for Walkers to eat, and 
there are Game Boys and PCs 
to use as settlements. The sea 
of letters spells Bullfrog, the 
name of the original developer 
of Populous. Population growth 
is easier here than anywhere 
else, and the Manna Bar grows 
quickly. 


In Japanesque your Knights 
are the mighty samurai of 
ancient Japan, in an environ- 
ment that includes cherry 
blossoms, castles, and relatively 
ineffective enemies. Population 
growth is very slow and 
decreases if you don’t pay 
careful attention to details. 


HOT TIP: V 


Per Sos te 
Francaise is a laid-back sort 
place, which allows Walkers to 
move easily. Population growth 
is in balance. The threat comes 
from enemies and not from the 
terrain. 


Cake Land is populated by tiny 
mice on a checkered tablecloth 
with pastries, candies, and 
sweet rolls scattered every- 
where. The population 
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In Piglet World the landscape 
is identical to the Grassy 
Plains, but it is not as gentle a 
place. Your Walkers are 
Piggies, and there are Knights 
in wolves’ clothing strolling 
about. The ordinary rate of 
decrease of population is much 
higher than the increase; build 
up the population before you 
settle or fight. 


naturally grows faster than it 
decreases, and game play here 
is generally slow and not 
threatening. 


Silly Land is not at all funny. 
It is one of the most difficult 
terrains in the game, and the 
population decreases quickly 
while the weirdness factor is 
very high because of Manna 
growth. Your Walkers are 
aliens, and the settlements are 
space stations. 


There are three ways to begin 
your complex journey into the 
worlds of Populous: Tutorial, 
Conquest, and Custom. Select 
Tutorial to dive right into the 
game and practice movements, 
strategies, and Supreme Power 
commands, without having first 
to build up the Manna Bar. 
Conquest is the basic game; 
you start with just a few 
followers and work with them 
to increase your power. Each 
level of success brings the right 
to move to more challenging 
levels. Passwords can be used 
to reenter games previously 
begun. 


HOT TIP: In Tutorial the Manna Bar 
starts at the Knight level. At the 
start of the game, you can use all 
Supreme Power commands except 
Flood and Armageddon; those 
commands become available as you 
advance in the game. No passwords 
are available. 


ove the rocks. 
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In a Custom game, you can 
choose from the Supreme 
Power commands of both 
Good and Evil, change land- 
scapes, and jump to new 
worlds. You can play as the 
force of Good or Evil; you can 
also set the computer to play 
against itself. No passwords are 
available. You can begin a 
game in the Custom mode, or 
change to it from Conquest by 
going to the View Game Set- 
Up icon. 


Use the natural disasters at 
your command and be aware 
of your opponent’s powers. 
Earthquakes knock things 
down, but they also move the 
populace to action. If Evil has 
the ability to cause floods, 
don’t build your settlements at 
the water’s edge; flatten high 
land and build there. 


HOT TIP: Learn how to “sprog,” or 
build down: Remove a square of 
land next to a castle, reducing the 
amount of farmland for the castle 
and making it a smaller building. 
When this happens, a Walker is 
likely to leave the castle and settle 
somewhere else, and you end up 
with two settlements. Then go back 
and replace the land you removed 
to restore your castle. 


As the Master, raising and 
flattening the land is an 
important tool in making 
worlds suitable for civilization. 
The A button raises land, and 
the B button flattens it. Press 
X to flatten the land around 
Settlements that are not 
already castles to make them 
into castles. Pressing L and A 
raises and flattens a large area 
of land; L and B lowers and 
flattens a large area of land, 
and L and X raises the land 
around a castle, reducing it to 
a primitive hut. 


HOT TIP: Here is an advanced 
strategy to build up the strength of 
your Leader. Place the Papal 
Magnet in one of your own castles 
and then select the Go to Papal 
Magnet command. When your 
Leader is joined by followers, his 
weapons level increases. Change 
him into a Knight when he is at 
highest power. 
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HAL’ 
HOLE IN 
ONE GOLF 


What this game lacks in flash, it more than makes up 
with stunning graphics and entertaining fun. This game 
uses Super Nintendo to its full potential. To introduce 


each hole, the “camera” flies up and down the fairway 
from the tee to the flag. 


During the course of the game, you are followed 
around by four caddies, each with his own opinion. 
There is a video replay of your last shot, from the 
stroke to the landing, and the computer’s memory 
holds holes-in-one and birdies so you can show them 
to your friends and fans whenever you want to relive 
the glorious moment. Special displays make you aware 
of every aspect of the course: Slope shows the hills 
and valleys of the fairway or green. Cut is a side view 
that shows the relative steepness of slopes. Zoom 
allows you to move up and down the fairway and 
green to plot your shot. 


HOT TIP: Select the Practice mode 
to go to the hole of your choice. You 
can also select your most favorable 
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or challenging wind direction and 
velocity. 


You can almost hear the 
hushed tones of the golfing 
commentator as he welcomes 
you to the Hal Classic Open. 
You can compete in an 
Amateur, Single, or Pro- 
fessional match. The course is 
the same, but other factors, 
such moderate gusts of wind, 
make the Amateur level easiest 
to play. 


The entire hole is shown in a 
window at the left side of the 
screen; the larger display is a 
closeup of your ball’s position. 
At the top left are wind- 
direction and wind-velocity 
indicators; both are important 
when you aim your shot. Use 
the arrow keys to select a club 
and to set the ball’s direction 
and your stance. 


The pro shop offers 17 clubs, 
but your golf bag can carry 
only 14. The computer chooses 
1W, 2W, 3W, 4W, 31I, 41, 5I, 
6I, 71, 81, 91, PW (pitching 
wedge), SW (sand wedge), and 
putter. If you want to make 
different choices, use the arrow 
keys to highlight a club you 
want to leave behind, and press 
the X or Y button to cancel its 
selection. Then highlight the 
club you want, and press the A 
or B button to select it. 


HOT TIP: Here are the wooden 
clubs, except for the short-distance 
putter, and their predicted max- 
imum driving distance without a 
head wind: 


HOT TIP: In Stroke Play with more 
than one contestant in the game, 
you can set a handicap (up to a 
maximum of 36 strokes) for each 
player. A scratch player has 
champion form and is not assigned 
a handicap; weaker players are 
allowed extra strokes to equalize 
the level of play. For example, a 
player with a handicap of 10 who 
scores 81 strokes would defeat a 
scratch player who came in with a 
score of 72. 


In Stroke Play for two to four 
players, the golfer with the 
lowest total score after 18 holes 
wins. In Match Play for two 
contestants, each hole is scored 
separately, with the winner of 
the most holes winning the 
match. Tournament pits one to 
four human contestants against 
a full roster of 60 computer- 
controlled players in an 18-hole 
game. The Vs. Hal game 
allows you to compete against 
the Hal Pro. If you can beat 
the pro, you inherit a special 
set of Metal Woods that allows 
longer drives. 


The holes are seeded with sand 
traps (bunkers), and they are 
likely to attract your ball like 
magnets. Use the sand wedge 
to blast out of a bunker off the 
green or fairway. If you can 
easily get at a ball in a fairway 
bunker, you may want to use 
one of your irons. 


HOT TIP: If you are using the Metal 
Woods, you can expect a bonus of 
10 to 20 yards from each club, as 
follows: 


1 Wood... 280 yards 
3 Wood... 280 yards 
4 Wood... 250 yards 
2 Iron. 210 yards 
3 Iron.. 200 yards 
4 iron.. 190 yards 


5 Iron.. 


160 yards 
:150 yards 
.140 yards 
-120 yards 
80 yards 


game, 
name. 
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HOT TIP: To hook the ball to the 
left, pull your right foot back and 
aim the arrow to the left. To hook to 
the right, pull back your left foot 
and aim the arrow to the right. For 
topspin push the Up arrow as you 
swing. For a backswing push the 
Down arrow as you swing. 


Select the Slope view to check Here is the view of the same 
out the hills and valleys. Each green, with the ball lying 46 
square of the net is equal to yards from the cup. The wind 
about ten square yards. With is blowing into your face at a 
this view you can see that the moderate 4 mph, which should 
green at the end of the 403- not have much impact on your 
yard first hole is atop a little putt. On longer shots strong 
hill. You need to land your ball winds, especially one that cuts 
on the green, and hope it across the direction of your 

The regular view of the hole is comes to a stop before it rolls shot, must be taken into 

from overhead. This is the off onto the fringe or into account. 


Zoom view of the back half of rough. 
a hole. The view makes the 

hills and trees obvious and 

shows a clear path to follow in 

a left-hooking dogleg. 


The front nine holes are 
relatively easy, with the 
possible exception of Hole 8, 
which has three annoying 
bunkers and three lakes. The 
back nine is where the going 
gets tough. Hole 14, for 
example, presents a fairway 
that runs down a narrow spine 
sI 727l : that drops off to the left and 
right all the way to the green. 


If your ball takes a detour near its point of entry into the : 
y p 7 $ The final hole includes a creek 
through one of the ponds, you water—usually somewhere in : 
: across the fairway and a two- 
are penalized one shot. The the rough. 


level green with bunkers to the 
west, south, and east, and a 
lake to the north. 


ball is placed on dry ground 
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All you have to do is scoot 
down the street tossing the 
Daily Bugle into the paper 
boxes of paid-up subscribers. 
Use the arrow keys to steer, 
and press the L, B, or Y 
button to toss a paper to the 
left; the R, A, or X button 
throws the paper to the right. 


PAPERBOY 


Paperboy 2 is a new, improved version of the arcade 
and NES hit. The story line of the games is the same: a 
quest to deliver newspapers in a most unusual home- 
town. There are monsters in the sewers, evil clowns 
downtown, wild skateboarders on the sidewalks, zom- 
bies in the cemetery, and some of the world’s worst 
drivers on the streets. This is a deceptively simple 
game that is difficult to stop playing once you start. 
You have no hyperspace alien starcraft or laser guns, 
just a sack of newspapers and a bicycle. 


HOT TIP: The game is made up of 
three seven-day weeks, and you 
pass by 20 houses each day: ten 


subscribers and ten nonsubscribers. 


If you fail to deliver a paper to a 
paying customer, they cancel their 
subscription. To restore a sub- 
scriber, you need to score a perfect 
delivery and deliver papers to all 
the houses on your route. 


Why does the sleepwalking 
ghoul cross the road? To get to 
the other side, and he is sure 
to cut across your path. Unless 
you want to make your stay in 
the cemetery permanent, keep 
a firm grip on your handlebars 
as you pedal through this area. 


HOT TIP: Toss a paper at the 
zombie for 50 points. 


Something evil lives down in 
the sewers; there have been 
incredible reports in the news 
about paperboys being grabbed 


by slimy green hands when 
they get too close to one of the 
drain grates. 
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All work and no play can make 
a paperboy dull. Take a few 
chances, have some fun, and 


earn a few thousand extra 
points. Cut through the open 
fence, and fly across the aerial 
ramp. Avoid the mean junk- 
yard dog, and land on your 
wheels on the other side of the 
fence. 


HOT TIP: If you score a perfect 
delivery when all your subscribers 
are paid up, you earn an extra life. 


Keep your eyes on the road. If 
you steal a glimpse at the 
woman sunning herself, you 
may crash into the baby 
stroller on the sidewalk. 


HOT TIP: There is a pile of extra 
newspapers on the lawn in this 
screen. 


When you see a robber stick 
up a gas station or super- 
market, toss a newspaper at the 


As a professional paperboy, you 
must keep training to stay in 
shape. There is a bonus 
training course at the end of 


HOT TIP: Go for points in the bonus 
round; if you crash, the training 


bad guy and knock him out for 
a cool 500 points. 


each day of work. The course 
starts out fairly simple, but it 
becomes longer and more 
complex farther into the game. 


session is over, but you do not lose 
a life. 
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D-FORCE 


With its high-intensity graphics and incredible sound, 
this game is far ahead of standard airplane shooting 
games. One important difference is the way D-Force 
uses the power of Super NES to zoom in and out of a 
scene. In the exploration mode of this two-in-one game 
cartridge, the L and R buttons lower and raise the alti- 
tude of your attack helicopter to allow you to attack or 
avoid enemies at different altitudes. 


The story line involves an oil-rich Middle Eastern dicta- 
tor who has started a war. The plot may sound famil- 
iar, but this game is unlike any other shoot-em-up. 


Early in your exploration of the 
captive nation, you meet a 
missile-firing, neon-colored 
prehistoric flying monster. The 
birds in the foreground are 
well below your helicopter and 


can be ignored. Shoot at the 
larger birds on your own level, 
or drop down to near sea level 
as they approach and let them 
fly over you. 


stationary armor-clad beasts, 
they launch dangerous fireballs 
at your aircraft. Avoid the 
fireballs; it is safer at high 
altitude. 


Drop down to blast the beasts 
on their own level. Avoid the 
eggs because there is nothing 
in them that helps you. Don’t 
get close to the beasts’ faces; 
they have got flaming bad 
breath. 


HOT TIP: To defeat ElectroRocker 
in the first level, park yourself up 
high and use Sidewinder Missiles. 
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Dorf is the boss of the first 
exploration level, and the 
entire game comes to a halt 
until you defeat him. If you 
stay up high, you are safe as 
can be, but the game never 
ends. Drop down to his level 
and shoot at his head, but keep 
one finger on the L or R 
button and zoom back up to 


the sky when he starts to swing 


his tail. It takes 25 or more 
hits before he lets you pass. 


You next enter a strange world 
of modern buildings and 
ancient ruins. Fly above the 


Greek columns, but watch out 
for the projectiles from the 
cannons down below. If you 
can find a space between the 
columns, drop down and take 
out a few cannons to make 
your passage easier and raise 
your score. 
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The great balls of fire from 
these sculptured heads knock 
down high-flying choppers. 
Down below are other chal- 
lenges, including the crazed 
arrows. 


You’re in the thick of it here, 
with cannons ahead and archers 
to left and right. Pay attention 
to the rhythm of the volleys of 
arrows, and try to sneak 
through. Zooming up high is a 
dangerous way to go; there are 
fireballs overhead. 


At the end of the level, you 
meet and have to defeat this 
creature. Two heads are 
deadlier than one; drop down 
and take a shot at one head or 


the other, then pull back up 
before you are hit by a fireball. 
Keep at it until one head and 
then the other is gone. 


Stay above the buildings of the 
abandoned city, but don’t get 
too close to the enemy bomber 
until you are ready to fire. 


When you drop down near the 
deck of the huge aircraft 
carrier, you see gun ports that 
fire forward and sideways. 
Concentrate first on taking out 
the turrets in front, then aim 
for the side ports. 


The shooting mode of D-Force 
begins on a friendly aircraft 
carrier, but soon after takeoff 
you are surrounded by air- 
planes that attack from all 
directions. The L and R 
altitude controls do not work in 
this mode. 


Your first goal must be to 
shoot down one of the large 
red-winged SR-17 attack 
bombers. You start the game 
equipped with a standard 
cannon and can upgrade your 
armament by grabbing the 
power-ups that are left behind 
by destroyed SR-17s. The 
grades of weapons are Multi- 
Cannons, Super Cannons, 
Sidewinder Missiles with 
Super Cannons, ElectroWave 
with Sidewinders and Multi- 
Cannons, and D-Force with 
Sidewinder Missiles. 


The enemy air traffic begins to 


jam up soon after you cross 
over land. The small green 
fighters are annoying defenders 
of the large bombers. Continue 
to concentrate on the bombers 
to earn power-ups. 


When you have the Electro- 
Wave, your Apache is really 
cooking. Here a blast of power 
radiates out front while a pair 
of Sidewinder Missiles heads 
off to the left. 


The large ring lasers of this 
fighter boss are among the 
most deadly challenges you 
face. Keep your finger on the 
fire button, and dodge the 
lasers. 


As you move on the land base 
of the enemy, watch for the 
hidden gun emplacements and 
fighters that shoot at you 


before they appear on screen. 


XARDION 


Xardion is the ultimate doomsday device. It is located 


on Fiera, the fire planet of the Alpha 1 solar system. 
Your duty is to lead a team of three strange robots to 
the distant star NGC-1611, locate Xardion, and then 
terminate the power source to save the Alpha 1 solar 


The adventure begins when a 
strange space creature called 


Arms intercepts the journey of 


Alcedes, Triton, and Panthera 


to NGC-1611. You are only an 


observer here as the centurion 
and ruler of the sea rescue the 
panther. 


You begin the game as Triton, 
king of the seas, who has been 
commissioned for the battle by 
the oceansphere Aquata. You 
can shoot left and right, and 
squat slightly. The fiery planet 
Fiera dispatched Alcedes, a 
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cybernetic beastybot. He is a 
mutant centurion who waves a 
staff and sword, and fires a 
crescent left or right. The 
hollowsphere Zikar sent 
Panthera, a cybernetic leopard. 


The pair of numbers in the 
upper-right corner of the 
screen represent the experience 
your robots have acquired. The 
left number is points earned; 
the right number is points 
required to be promoted to the 
next offensive and defensive 
level. At the start of the game, 
all the robots have no points. 


An important tactic of the 
game involves learning to shoot 


up through ceilings or across 
walls to destroy enemies before 
you come face-to-face with 
them. In this screen Triton 
takes out an attacking alien to 
clear the path for his zigzag 
route to the top. 


Each robot must arm himself 
with weapons recovered from 
the surface of the planet. 
Available weapons and special 
items include the T Bomb, a 
wall smasher; Missiles, a set of 
three heat-seeking missiles; 
Ammo, a recharge for your 
ammunition supply; and 
Subtank, a refill for your life 
power. 


When you spot a missile on 


the screen, you have only one 
priority: Destroy it. Missiles 
move faster and with better 
direction than most other 
enemy weapons. In the early 
levels, the missiles come in low 
and hard. Squat down and 
shoot straight. 


Arms makes its reappearance at 
the end of the first level, and 
the stage is set for a show- 
down. You can choose one of 
three different platforms or 


hide in the lower-left corner. 
In both cases your shots count 
only if you can land them on 
Arms’s eye, which is exposed 
only when his claws are open. 


Don’t come within the reach of 
these grasping claws, and keep 
an eye on your life power. If 


your character is near 
extinction, pause the game and 
change to a fresh fighter. 


Small but quick, Panthera can 
only shoot left or right at the 
start of the game. 
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Panthera turns into a whirling 
circle of energy when he leaps 
into the air. 


Little Panthera can scoot up can get you places you cannot 
the tunnel to turn on the reach with your other robots. 

switch. Keep him in reserve for | Change to Alcedes or Triton 

such situations. He is not once you have arrived at your 
always the best fighter, but he destination. 


The computer informs you 
that the switch to the transport 
beam can be found at the end 
of the low tunnel midway 
through the second level. 
That’s the good news; the bad 
news is that neither Triton nor 
Alcedes can squat down low 


enough to go through the 
tunnel, so you must switch to The transport beam carries any into the force field and hitch 


Panthera. of the fighters from one area of a ride. 
the screen to another; just step 


HOT TIP: If you cannot get past a continue to earn points, and 
particular challenger, other than a eventually you are promoted to 
boss, stick around and battle all the the next level of power. 

lesser enemies you meet. You 
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Super Ghouls ’N Ghosts 
Pilotwings 
WWF Super WrestleMania 
U.N. Squadron 
Ryne Sandberg Plays Super Bases Loaded 
Super R-Type 
Gradius III 
Super Smash T.V. 
Joe & Mac 
Populous 
Hal’s Hole In One Golf 
Paperboy 2 
D-Force 
Xardion 


GET THE POWER! 
BE A WINNER! 
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> 
No profit is made from these scans, nor do we offer 
available from the publishers themselves. © 

If you come across anyone selling releases from 
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Thank you! 


